Necronomicon: 


Barbarian 


This is Supplemental Material = 
Primal Path 


At 3rd level, a barbarian gains the Primal Path 
feature. This is an option written by Odvaskar for 
that feature: The Path of the Bloodmonger. 


Path of the Bloodmonger 


Rare is the dhampir, a half vampire, that doesn’t 
know the vicious hunger for the sanguine liquid 
running through the veins mortals. Even rarer is 
the a dhampir that gives into its dark desire for 
blood and is able to retain a grasp over its sanity. 
These blood indulging half vampires walk the 
path of the Bloodmonger. Able to walk in the 
sunlight, swim through running water, and yet 
able to use the powers of darkness within their 
own blood. 


Subclass Prerequisite: Dhampir 
Only dhampirs can take the Path of the 
Bloodmonger as this subclass uses features 
unique to the dhampir race. 


Bloodborne Killer 


3rd-level Path of the Bloodmonger feature 


Your thirst for blood unearths the dormant 
vampiric nature within your blood. Your body 
changes to make it easier to satiate your dark 
desire for blood. You gain the following benefits: 


Charmer. You learn the Friends cantrip and can 
cast it using your Constitution as your 
spellcasting ability. When you cast this spell it 
requires no somatic or material components. 


Blood Sense. You have advantage on any 
Wisdom (Perception) and Wisdom (Survival) 
checks you make to find a creature that is missing 
any hit points and has bled. 
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Lethal Body. Your unarmed strikes deal 
bludgeoning equal to 1d6 + your Strength 
modifier on a hit. If you aren’t wielding any 
weapons or shield when you make the attack, the 
d6 damage dice becomes a d8, and if you make an 
unarmed strike with your attack action you can 
make another unarmed strike as a bonus action. 


Instead of dealing damage you can grapple the 
target. At the start of each of your turns, you can 
deal 1d4 bludgeoning damage to any creature 
grappled by you. 


The Red Thirst 


3rd-level Path of the Bloodmonger feature 


When you enter a rage the scent of blood is so 
intoxicating that it unleashes the feral creature of 
darkness within you. Your fanged mouth turns 
into a maw filled with dozens of sharp teeth, your 
dhampir vampiric bite now deals 1d8 of piercing 
damage instead of 1d4. Your unarmed strikes 
deal slashing or piercing damage (your choice) as 
your hands turn into razor sharp claws. 
Whenever you hit a creature that isn't an undead 
or construct with an unarmed strike, it must 
succeed on a Constitution saving throw or begin 
to bleed. 


Bleed. At the start of each of its turns the 
creature loses a number of hit points equal to 
your rage damage. Each time you hit the bleeding 
target with an unarmed strike the damage 
increases by the same amount. The bleeding 
stops if the target receives magical healing or if 
any creature takes an action to stop the bleeding 
by succeeding Wisdom (Medicine check). 


Bleed and Medicine check DC = 8 + your 
proficiency bonus + your Strength modifier. 


Patreon | Odvaskar 1 


Blood Empowered Strikes 


6th-level Path of the Bloodmonger feature 


At 6th level, your consistent consumption of 
blood has strengthened your body. Your unarmed 
strikes count as magical for the purpose of 
overcoming resistance and immunity to 
nonmagical attacks and a damage. 


Satiating Bite 


6th-level Path of the Bloodmonger feature 


At 6th level, you are able to momentarily quell 
your sanguine thirst. While raging, if you 
empower your vampiric bite it deals an 
additional 3d8 piercing damage. If you drop a 
creatures hit points to 0 with this empowered 
bite, you become Satiated until you finish a long 
rest. 


Satiated. You feel fully and euphoric. You count 
as one size larger when determining your 
carrying weight and wight you can push, drag, or 
lift. 


Bloodless Furor 
10th-level Path of the Bloodmonger feature 


A 10th level, you regurgitate the blood within 
your bowels and enter a famished haste. As an 
action, you can vomit the blood with your 
stomach in a 15-foot cone. Each creature int hat 
area must make a Constitution saving throw. Ona 
failed save, a creature takes 4d10 necrotic 
damage and it can’t regain hit points for a 1 
minute. On successful save the creature takes half 
as much damage and can regain hit points. 


Blood Regurgitation DC = 8 + your proficiency 
bonus + your Constitution modifier. 


Once you regurgitate the blood, you are no longer 
Satiated. For the next hour or until you are 
Satiated again your speed is increased by 20 feet. 
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Nosferatu 
14th-level Path of the Bloodmonger feature 


The blood you consume has an increased 
replenishing power on you. When you become 
Satiated you also regain 1 expended use of your 
Rage. Additionally, the amount of blood you have 
consumed thus far allows you to sprout a pair of 
bat wings on your back, gaining a flying speed 
equal to your current speed. You can create and 
dismiss the wings with a bonus action. 
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